PSS 


EE eos 


VIDEO WHIZBALL 


VIDEOCART 


E 
FAIRCHILD 
RS 


On Your Mark 


It takes strategy and timing to knock the boulders 
through your opponent's goal in Whizball. Play against 
a person or a robot in this fast-moving game and be 
first to reach the winning score! | 


Get Set 


Insert the Videocart™ cartridge into your unit with the 
edge label toward you and the top label facing up. Press 
the RESET button. 


Go 


After RESET is pressed, GAME 14 appears on the 
screen. 


The units digit (4) represents the maximum number of 
boulders available at one time, variable from 1 through 
4 by twisting clockwise on either hand controller. 


The tens digit (1) indicates the game type and is vari- 
able from 1 through 6 by twisting counterclockwise on 
either hand controller. 


Game types: 


1 — Basic version. Boulders are solid and worth 1 
point each. 


2 — Basic version with guided missiles. 


3 — Bonus version. Boulders are numbered with point 
values from 1 to 4. 


4— Bonus version with guided missiles. 


5 — Super Bonus version. Boulders increase in value 
from 1 to 9 points, then vanish. Scoring deter- 
mined by number on boulder when it crosses 
the goal. 


6 — Super Bonus version with guided missiles. 


Push down on the hand controller to bring about Score 
selection. 


After selection of game variation, SCORE 11 appears 
on the screen, indicating that, at this point, the number 
of points needed for a player to win the game is 11. 
Twist either hand controller clockwise to incrementthe 
score by ones; twist counterclockwise to increment by 
tens. Maximum score of 1 to 99 may be selected. 


(Pushing down on the hand controller brings back 
Game selection.) 


To begin game play, pull up on the hand controller. 
This may be done when either GAME or SCORE indica- 
tions are onthe screen. The play field and two “players” 
appear, along with both players’ "0" scores and the 
maximum score selected. Make a movement with each 
hand controller that will be used in the game before 
the first boulder appears on the screen. If the com- 


puter detects activity on a hand controller, the corres- 
ponding player is put under manual control. If no hand 
control activity is detected, that player becomes a robot, 
under computer control. 


The Game 


The blue player defends the goal on the left of the 
screen and his score shows above it; the green player 
defends the goal on the right of the screen. 


The object of the game is to reach the winning score 
first, making points by Knocking boulders through your 
opponent's goal. 


The biue and green players move vertically only in front 
of their respective goals and control boulder movement 
by releasing missiles that travel across the screen to- 
ward the boulders. 


In the normal version, the missiles leave the player and 
travel straight ahead or at a 45° upward or downward 
angle. 


In the guided missile version, the player releases the 
missile and the hand controller directs missile move- 
ment all the way across the screen. 


At the same time that you try to knock a boulder through 
the opposing goal, your opponent (human or robot) 
tries to defend his goal and propel boulders through 
your goal. 


If a player is hit with a boulder or an opponent's missile, 
the player disappears from the screen for a short time 
or until the opponent scores. Of course, while not on 
the screen, the player cannot fire missiles. 


When one player reaches the predetermined winning 
score, the computer deactivates any robots and flashes 
the victor's score. Manual players may continue to play, 
but further scoring is inhibited. This is a good time for 
practice play without interference from a robot player. 


To start anew game, pull up on either hand controller. 
The word GAME again appears on the screen, with the 
previous game selection. Push down on the hand con- 
troller for SCORE selection. Pull up when ready to start 
a new game. 


Pushing RESET at any time during the game will cause 
GAME 14 to appear on the screen as described under GO. 


HOW TO USE THE HAND CONTROLLERS 

Use of hand controllers during game selection was de- 
scribed under GO. During the game, push the hand 
controller forward or backward to move the player up 
or down on the screen. Direction of missile shot is 
controlled by clockwise or counterclockwise hand con- 
troller movement. Players may be pointed straight ahead 
or at a 45° upward or downward angle when missile is 
released. 


Normal game: Set player position and direction and push 
down on hand controller to release missile. Once in flight, 
direction of missile cannot be changed. Push down re- 
peatedly to release missiles consecutively. | 


Guided Missile version: Set player position and push 
down to release missile. Direction of missile travel all 
the way across the screen is controlled by clockwise or 
counterclockwise movement of the hand controller. Only 
one guided missile can be on the screen at one time, 
when it disappears, release another by pushing down on 
the hand controller. While a guided missile is on the 
screen, player movement is not affected by clockwise or 
counterclockwise movement of the hand controller. 


ROBOT PLAY 

Whizball may be played with 2, 1 or O players. If both 
hand controllers are moved before the first boulder ap- 
pears, both players will be under manual control and the 
game will be between two persons. 


If only one hand controller is moved before the first 
boulder appears, that player will be under manual control 
and the other player will be a robot. (Hint: If you desire to 
play against a robot, the green robot is a slightly better 
player than the blue robot.) 


If neither hand controller is moved, the selected game will 
be played between two robots. After one wins, the screen 
will show GAME and SCORE for a short time; then the 
same game is again played between the robots. 


Robot play is also initiated after player abandonment. 
During a game between two people, after 2-1/2 minutes 
of inactivity, the computer will go back to Game selec- 
tion, then after a time into the robot mode. In a game 
between a person and a robot, if the person deserts the 
game, play will continue until the robot wins. Then after 
Game selection, robot mode will be initiated. 


STRATEGY 

A unique feature of Whizball is that strategy, as well as 
tactical game play, is important. A player may choose to 
concentrate on hitting boulders through the opponent's 
goal, using missiles to protect his own goal, or using 
missiles or boulders to shoot the opponent's player and 
keep it out of the game. 


You will soon develop your own strategy to challenge 
your friends and the rabots! 


Have Fun 


If you have questions about this Videocart"" cartridge 
or your Channel F Video Entertainment System, call the 
toll free numbers included with your game. 


Other exciting Videocart cartridges are available from 
your Fairchild dealer or, for more information, write: 


Fairchild Video Products 
3105 Alfred Street 
Santa Clara, CA 95050 


Exclusively for use with 
the Fairchild Video Entertainment Systems 
Channel F and 
Channel F System Il 
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"VIDEOCART is a trademark of Fairchild Camera and Instrument Corporation 
Copyright ? 1978 Made in Singapore Printed in U.S.A. 


